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1. 

METHOD AND SYSTEM FOR 
FACILITATING CHANCE-BASED PAYMENT 

FOR TEMIS IN A GAME 

FIELD OF THE DISCLOSURE 

This disclosure relates to a method and system for facili 
tating chance-based payment for items in a game. In imple 
mentations, the disclosure relates to Such systems which can 
be used in the payment for items in an affiliation-based 
game. 

BACKGROUND 

In many conventional strategy based games it is common 
for users to group together to form alliances or other 
affiliations. The affiliations allow users to have interactions 
with other users and also may enable the users to share items 
and actions in the games. Affiliations often have a hierar 
chical structure in which different users have different sta 
tuses. There is typically a leader of the affiliation: often the 
user who formed the affiliation. 

In conventional situations, when items are needed by the 
affiliation to pursue, for example, a certain action, battle, 
etc., the items are usually purchased by the leader of the 
affiliation. This places a burden on the leader and prevents 
other users in the affiliation from getting involved in the 
acquisition of items. In fact, for Some users there is no 
responsibility involved with being in an affiliation. This can 
be tedious for the leader and can discourage the leader and, 
as a result, other users in the affiliation from playing the 
game and place limitations on revenue generation. Accord 
ingly, alternative approaches regarding paying for group 
items for use in a game may provide an improved experience 
for the users, particularly for users in affiliations, and gen 
erate increased revenue. 

SUMMARY 

One aspect of the disclosure relates to a system for 
facilitating chance-based payment for items in a game. In 
exemplary implementations, a user may be part of an 
affiliation and wish to contribute to their affiliation and show 
their loyalty in a non-direct manner. The contribution may 
be achieved by the user entering into a chance-based selec 
tion process such as a draw, where the user selected in the 
draw pays for an item used by the affiliation in the game. The 
item may be used by some or all of the affiliation members. 
The system may comprise one or more microprocessors 

configured to execute computer program components. The 
computer program components may include a game com 
ponent, a group offer component, a payment pledge com 
ponent, a selection and collection component, an award 
component, and/or other components. 
The game component may be configured to execute an 

instance of an online game, and to facilitate participation in 
the online game by users via client computing platforms. 

The group offer component may be configured to effec 
tuate presentation of offers to sell group virtual items to a 
group of users, wherein a group virtual item is a virtual item 
that provides a benefit to the users of the group in the online 
game, wherein the offers to sell group virtual items include 
prices of the group virtual items, the offers including a first 
offer to sell a first group virtual item to the group of users for 
a first price, the group of users including a first user, a second 
user, and a third user. 
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2 
The payment pledge component may be configured to 

obtain pledges from individual users in the group for pay 
ment of the prices for group virtual items offered for sale. 
The selection and collection component may be config 

ured to make chance-based selections of which users that 
have pledged payment of the prices for group virtual items 
will make the pledged payments, and to collect such pay 
ments in exchange for distribution of the group virtual items 
to the group of users such that where the first user and the 
second user have pledged payment of the first price, and the 
selection and collection component has made a chance 
based selection of the first user, payment of the first price is 
collected from the first user and the first group virtual item 
is distributed to the group of users such that the first user, the 
second user, and the third user receive the benefit of the first 
group virtual item in the online game. 

In some implementations, the first user, the second user, 
and the third user receive the benefits of the first group 
virtual item simultaneously. 

In some implementations, the first user, the second user, 
and the third user receive the benefits of the first group 
virtual item in alternating fashion. 

In some implementations, the group of users may be an 
affiliation. An affiliation is a group relationship in the game 
that has a functional impact on gameplay. For example, users 
within an affiliation may have enhanced communication, 
may be able to contribute resources to each other, may 
compete with other affiliations on one or more gameplay 
metrics, etc. Affiliations may include, by way of example, 
alliances, guilds, clans, etc. 

In some implementations, all members of the affiliation 
may share group virtual items purchased by members of the 
affiliation. 

In some implementations, the payment is collected in the 
form of a virtual currency used only for this purpose. The 
virtual currency may be obtained through participation in the 
online game. In some implementations, the item may be less 
expensive when paid for with the virtual currency than when 
purchased directly with another currency. 

In some implementations, the selection and collection 
component is configured to make the chance-based selec 
tions once a predetermined number of pledges have been 
obtained. 
The award component may be configured to deliver 

awards to selected users. The award may include a virtual 
item usable by the user who obtains it in the online game. 

These and other features, and characteristics of the present 
technology, as well as the methods of operation and func 
tions of the related elements of structure and the combina 
tion of parts and economies of manufacture, will become 
more apparent upon consideration of the following descrip 
tion and the appended claims with reference to the accom 
panying drawings, all of which form a part of this specifi 
cation, wherein like reference numerals designate 
corresponding parts in the various figures. It is to be 
expressly understood, however, that the drawings are for the 
purpose of illustration and description only and are not 
intended as a definition of the limits of the invention. As 
used in the specification and in the claims, the singular form 
of “a”, “an', and “the include plural referents unless the 
context clearly dictates otherwise. 

BRIEF DESCRIPTION OF THE DRAWINGS 

FIG. 1 illustrates a system for facilitating chance-based 
payment for items in a game, in accordance with one or more 
implementations. 
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FIG. 2 illustrates a method for operating a chance-based 
payment for items in a game, in accordance with one or more 
implementations. 

FIG. 3 illustrates a method for determining if enough 
users have pledged a payment, in accordance with one or 
more implementations. 

DETAILED DESCRIPTION 

FIG. 1 illustrates a system 100 configured to provide a 
virtual space to users. System 100 is only one example of a 
Suitable computing environment and is not intended to 
Suggest any limitation as to the scope of use or functionality 
of the features described herein. 

In this disclosure, a user may be able to participate in an 
online game with other users, each user accessing the game 
via a client computing platform. The user may be part of an 
affiliation and wish to contribute to the affiliation and show 
their loyalty to the affiliation. This may be achieved by users 
pledging to pay for a group item for use by the affiliation. A 
number of users may make a pledge and one or more are 
selected to pay for the item in a chance-based selection 
process. The selection may be triggered based on the number 
of users that have made a pledge. The item used in the game 
may be used by some or all of the affiliation members. 
Providing the virtual space may include hosting the virtual 
space over a network. 

In some implementations, system 100 may include a 
server or servers 102. The server 102 may be configured to 
communicate with one or more client computing platforms 
104 according to a client/server architecture. The users may 
access system 100 and/or the virtual space via client com 
puting platforms 104, for instance, to engage in one or more 
games. 
The server 102 may be configured to execute one or more 

computer program components using one or more proces 
sors 106. The computer program components may include 
one or more of a game component 108, a group offer 
component 110, a payment pledge component 112, a selec 
tion and collection component 114, an award component 116 
and/or other components. 
The game component 108 may be configured to execute 

an instance of an online game and to facilitate participation 
in the online game by users via client computing platforms. 
The game may be provided within a virtual space, and 

may include a plurality of resource types and/or maps. An 
instance of the virtual space may be executed by computer 
components to determine views of the virtual space. The 
views may then be communicated (e.g., via streaming, 
via object/position data, and/or other information) from 
server(s) 102 and/or other sources to client computing 
platforms 104 for presentation to users. The view deter 
mined and transmitted to a given client computing platform 
104 may correspond to a user-controlled element. The view 
determined and transmitted to a given client computing 
platform 104 may correspond to a location in the virtual 
space (e.g., the location from which the view is taken, the 
location the view depicts, and/or other locations), a Zoom 
ratio, a dimensionality of objects, a point-of-view, and/or 
view parameters. One or more of the view parameters may 
be selectable by the user. 

The instance of the virtual space may comprise a simu 
lated space that is accessible by users via clients (e.g., client 
computing platform(s) 104) that present the views of the 
virtual space to a user. The simulated space may have a 
topography, express ongoing real-time interaction by one or 
more users, and/or include one or more objects positioned 
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4 
within the topography that are capable of locomotion within 
the topography. In some instances, the topography may be a 
2-dimensional topography. In other instances, the topogra 
phy may be a 3-dimensional topography. The topography 
may include dimensions of the space, and/or surface features 
of a surface or objects that are “native' to the space. In some 
instances, the topography may describe a surface (e.g., a 
ground Surface) that runs through at least a substantial 
section of the space. In some instances, the topography may 
describe a volume with one or more bodies positioned 
therein (e.g., a simulation of gravity-deprived space with 
one or more celestial bodies positioned therein). The 
instance executed by the computer components may be 
synchronous, asynchronous, and/or semi-synchronous. 
The above description of the manner in which views of 

the virtual space are provided is not intended to be limiting. 
The virtual space may be expressed in a more limited, or 
rich, manner. For example, views determined for the virtual 
space may be selected from a limited set of graphics 
depicting an event in a given place within the virtual space. 
The views may include additional content (e.g., text, audio, 
pre-stored video content, and/or other content) that describes 
particulars of the current state of the place, beyond the 
relatively generic graphics. For example, a view may 
include a generic battle graphic with a textual description of 
the opponents to be confronted. Other expressions of indi 
vidual places within the virtual space are contemplated. 

Within the instance(s) of the virtual space, users may 
control characters, objects, simulated physical phenomena 
(e.g., wind, rain, earthquakes, and/or other phenomena), 
and/or other elements within the virtual space to interact 
with the virtual space and/or each other. The user characters 
may include avatars. As used herein, the term “user char 
acter may refer to an object (or group of objects) present in 
the virtual space that corresponds to an individual user. The 
user character may be controlled by the user with which it 
is associated. The user-controlled element(s) may move 
through and interact with the virtual space (e.g., non-user 
characters in the virtual space, other objects in the virtual 
space). The user-controlled elements controlled by and/or 
associated with a given user may be created and/or custom 
ized by the given user. The user may have an “inventory' of 
virtual goods and/or currency (e.g., resources of the plurality 
of resource types) that the user can use (e.g., by manipula 
tion of a user character or other user-controlled element, 
and/or other items) to perform in-game actions within the 
virtual space. 
The users may participate in the instance of the virtual 

space by controlling one or more of the available user 
controlled elements in the virtual space. Control may be 
exercised through control inputs and/or commands input by 
the users through client computing platforms 104. The users 
may interact with each other through communications 
exchanged within the virtual space. Such communications 
may include one or more of textual chat, instant messages, 
private messages, Voice communications, and/or other com 
munications. Communications may be received and entered 
by the users via their respective client computing platforms 
104. Communications may be routed to and from the appro 
priate users through server(s) 102. 
The instance of the online game may be persistent. That 

is, the online game may continue on whether or not indi 
vidual users are currently logged in and/or participating in 
the online game. A user that logs out of the online game and 
then logs back in Some time later may find the virtual space 
associated with the online game has been changed through 
the interactions of other users with the virtual space during 
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the time the user was logged out. These changes may include 
changes to the simulated physical space, changes in the 
users inventory, changes in other users inventories, 
changes experienced by non-user characters, and/or other 
changes. 5 
The group offer component 110 may be configured to 

effectuate presentation of offers to sell group virtual items to 
a group of users, which may include prices of the group 
virtual items. A group virtual item is any virtual item that 
may provide benefits to more than one user in a group of 10 
users in an online game. Such items may include additional 
troops for battle, additional powers and capabilities, specific 
items that are relevant to the action about to be taken, 
weapons, defense powers, health credits and/or any other 
item. The group of users may include any number of users, 15 
in the present example three users are considered. The offers 
may include a first offer to sell a first group virtual item to 
the group of users for a first price. The group of users may 
be an affiliation. An affiliation is a group relationship in a 
game that has a functional impact on the gameplay in an 20 
online game. For example, users with in an affiliation may 
have enhanced communication, may be able to contribute 
resources to each other, may be able to compete with other 
affiliations on one or more gameplay metrics, etc. The group 
of users may also be an affiliation of users that have agreed 25 
to participate in a cooperative manner in one or more 
instances of an online game. the offers including a first offer 
to sell a first group virtual item to the group of users for a 
first price, the group of users including a first user, a second 
user, and a third user. 30 

The payment pledge component 112 may be configured to 
obtain pledges from individual users in the group of users for 
payment of the prices for the group virtual items offered for 
sale. In implementations, the pledge may be an agreement to 
pay the entire price of a group item if the user is selected. In 35 
other implementations, the pledge may be an agreement to 
pay part of the price of a group virtual item if the user is one 
of multiple users selected to make payment. The users that 
make pledges to pay for the virtual items may be identified 
by the system and their details stored in a memory location. 40 

The selection and collection component 114 may be 
configured to make a chance-based selection, from the users 
that have made a pledge to pay for a group virtual item, of 
the user that will make the pledged payment. Selection may 
be triggered by a predetermined number of pledges being 45 
obtained by the payment pledge component 112 and/or other 
criteria. In implementations, the selection and collection 
component 114 may select a single user from the group of 
users to make the pledged payment or may select a plurality 
of users from the group to share the pledged payment. The 50 
selection mechanism may be in the form of a draw, in which 
one user is selected at random. The random selection may be 
made using a random number generator and/or any other 
type of device. Other selection mechanisms may alterna 
tively be used. In implementations, different users may have 55 
a greater or lesser likelihood of being selected in the draw, 
and/or may be responsible for a greater or lesser share of the 
total payment if selected as one of a plurality of selected 
users, based on any number of factors such as position 
within an affiliation, playing frequency, available funds, etc. 60 

After a user has been selected, the selection and collection 
component 114 may be configured to collect the pledged 
payment from the selected user in exchange for distribution 
of the group virtual item to the group of users. For example 
if a first and second user have pledged payment of the price 65 
for the virtual group item and the selection process has 
selected the first user, payment of the price is collected from 

6 
the first user and the group virtual item is distributed to the 
group for the benefit of all three users. In some implemen 
tations, the first, second and third user receive the benefits of 
the group virtual item simultaneously, for example the 
virtual item may confer a stat increase to all three users. In 
Some implementations, the first, second and third users 
receive the benefits of the group virtual item in an alternating 
fashion. For example, only the first user might receive a stat 
increase for a certain period of time, and then the first user 
would lose the stat increase and only the second user would 
receive it, etc. In the case where the first, second and third 
users are members of an affiliation, the affiliation may share 
the group virtual item with some or all of the members of the 
affiliation. 

Payment may be collected in the form of a virtual cur 
rency that is used only for the purpose of pledging for group 
virtual items. The virtual currency in question may be 
obtained through participation in the online game and/or by 
any other process. In some implementations, the group 
virtual item is less expensive when paid with using the 
virtual currency than it would be when purchased using any 
other type of currency. For example, the group virtual item 
might cost 5,000 gold if purchased directly by the user 
through a shop interface or similar, with no chance involved 
in the purchase process, but might cost only 4,000 pledge 
dollars if paid for using the chance-based payment option, 
where the pledge dollars are convertible 1:1 into gold. This 
may encourage use of the chance-based payment option. 
The award component 116 may be configured to deliver 

awards to selected users. These awards may be given to 
users who were selected to make payment for a grouped 
virtual item and may include a virtual item usable by that 
user in the online game. The award component may be 
configured to give many different types of awards based on 
many different criteria. In some implementations, users who 
pledged may receive Some award even if not selected to 
make payment. 

In some implementations, the server 102, client comput 
ing platforms 104, and/or external resources 118 may be 
operatively linked via one or more electronic communica 
tion links. For example, such electronic communication 
links may be established, at least in part, via a network Such 
as the Internet and/or other networks. It will be appreciated 
that this is not intended to be limiting, and that the scope of 
this disclosure includes implementations in which servers 
102, client computing platforms 104, and/or external 
resources 118 may be operatively linked via some other 
communication media. 
A given client computing platform 104 may include one 

or more processors configured to execute computer program 
components. The computer program components may be 
configured to enable an expert or user associated with the 
given client computing platform 104 to interface with sys 
tem 100 and/or external resources 118, and/or provide other 
functionality attributed herein to client computing platforms 
104. By way of non-limiting example, the given client 
computing platform 104 may include one or more of a 
desktop computer, a laptop computer, a handheld computer, 
a tablet computing platform, a NetBook, a Smartphone, a 
gaming console, and/or other computing platforms. 

External resources 118 may include sources of informa 
tion, hosts and/or providers of virtual environments outside 
of system 100, external entities participating with system 
100, and/or other resources. In some implementations, some 
or all of the functionality attributed herein to external 
resources 118 may be provided by resources included in 
system 100. 
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Server 102 may include electronic storage 120, one or 
more processors 106, and/or other components. Server 102 
may include communication lines, or ports to enable the 
exchange of information with a network and/or other com 
puting platforms. Illustration of server 102 in FIG. 1 is not 
intended to be limiting. Server 102 may include a plurality 
of hardware, Software, and/or firmware components operat 
ing together to provide the functionality attributed herein to 
server 102. For example, server 102 may be implemented by 
a cloud of computing platforms operating together as server 
102. 

Electronic storage 120 may comprise non-transitory stor 
age media that electronically stores information. The elec 
tronic storage media of electronic storage 120 may include 
one or both of system storage that is provided integrally (i.e., 
substantially non-removable) with server 102 and/or remov 
able storage that is removably connectable to server 102 via, 
for example, a port (e.g., a USB port, a firewire port, etc.) or 
a drive (e.g., a disk drive, etc.). Electronic storage 120 may 
include one or more of optically readable storage media 
(e.g., optical disks, etc.), magnetically readable storage 
media (e.g., magnetic tape, magnetic hard drive, floppy 
drive, etc.), electrical charge-based storage media (e.g., 
EEPROM, RAM, etc.), solid-state storage media (e.g., flash 
drive, etc.), and/or other electronically readable storage 
media. Electronic storage 126 may include one or more 
virtual storage resources (e.g., cloud storage, a virtual pri 
vate network, and/or other virtual storage resources). Elec 
tronic storage 120 may store software algorithms, informa 
tion determined by processor 106, information received 
from server 102, information received from client comput 
ing platforms 104, and/or other information that enables 
server 102 to function as described herein. 

Processor(s) 106 is configured to provide information 
processing capabilities in server 102. As such, processor 106 
may include one or more of a digital processor, an analog 
processor, a digital circuit designed to process information, 
an analog circuit designed to process information, a state 
machine, and/or other mechanisms for electronically pro 
cessing information. Although processor 106 is shown in 
FIG. 1 as a single entity, this is for illustrative purposes only. 
In some implementations, processor 106 may include a 
plurality of processing units. These processing units may be 
physically located within the same device, or processor 106 
may represent processing functionality of a plurality of 
devices operating in coordination. The processor 106 may be 
configured to execute components 108, 110, 112, 114, and 
116. Processor 106 may be configured to execute compo 
nents 108, 110, 112, 114, and 116 by software; hardware: 
firmware; some combination of Software, hardware, and/or 
firmware; and/or other mechanisms for configuring process 
ing capabilities on processor 106. As used herein, the term 
“component may refer to any component or set of compo 
nents that perform the functionality attributed to the com 
ponent. This may include one or more physical processors 
during execution of processor readable instructions, the 
processor readable instructions, circuitry, hardware, storage 
media, or any other components. 

It should be appreciated that although 108, 110, 112, 114, 
and 116 are illustrated in FIG. 1 as being implemented 
within a single processing unit, in implementations in which 
processor 106 includes multiple processing units, one or 
more of components 108, 110, 112, 114, and 116 may be 
implemented remotely from the other components. The 
description of the functionality provided by the different 
components 108, 110, 112, 114, and 116 described below is 
for illustrative purposes, and is not intended to be limiting, 
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8 
as any of components 108, 110, 112, 114, and 116 may 
provide more or less functionality than is described. For 
example, one or more of components 108, 110, 112, 114, and 
116 may be eliminated, and some or all of its functionality 
may be provided by other ones of components 108, 110, 112, 
114, and 116. As another example, processor 106 may be 
configured to execute one or more additional components 
that may perform some or all of the functionality attributed 
below to one of components 108, 110, 112, 114, and 116. 

FIG. 2 illustrates a method 200 for facilitating chance 
based payment for items in a game. The operations of 
method 200 presented below are intended to be illustrative. 
In some embodiments, method 200 may be accomplished 
with one or more additional operations not described, and/or 
without one or more of the operations discussed. Addition 
ally, the order in which the operations of method 200 are 
illustrated in FIG. 2 and described below is not intended to 
be limiting. 

In some embodiments, method 200 may be implemented 
in one or more processing devices (e.g., a digital processor, 
an analog processor, a digital circuit designed to process 
information, an analog circuit designed to process informa 
tion, a state machine, and/or other mechanisms for electroni 
cally processing information). The one or more processing 
devices may include one or more devices executing some or 
all of the operations of method 200 in response to instruc 
tions stored electronically on an electronic storage medium. 
The one or more processing devices may include one or 
more devices configured through hardware, firmware, and/ 
or software to be specifically designed for execution of one 
or more of the operations of method 200. 
At an operation 202, an instance of an online game may 

be executed to facilitate participation in the online game by 
users via client computing platforms. Operation 202 may be 
performed by a game component that is the same as or 
similar to game component 108, in accordance with one or 
more implementations. 
At an operation 204, offers to sell group virtual items may 

be presented to a group of users. The group virtual items 
may be virtual items that provide benefits to the users of the 
group in the online game. The offers to sell group virtual 
items may include prices of the group virtual items. In 
implementations, the offers may include a first offer to sell 
a first group virtual item to the group of users for a first price, 
the group of users including a first user, a second user, and 
a third user. Operation 204 may be performed by a group 
offer component that is the same as or similar to at least 
group offer component 110, in accordance with one or more 
implementations. 
At an operation 206, payment pledges may be obtained 

from users for payment of the price for one or more group 
virtual items offered for sale. These pledges commit the 
users to pay for the group virtual item they pledged for if 
they are selected from among all pledging users in the group 
for that item. Pledging users understand there is some 
probability of being responsible for making payment for the 
group virtual item. Operation 206 may be performed by a 
payment pledge component that is the same as or similar to 
at least payment pledge component 212. 
At an operation 208, users are selected to make pledged 

payments for the group virtual items offered for sale. The 
selection may be chance-based, e.g. random among users 
who pledged. A first and second user may have pledged to 
pay for a first group virtual item in question. A selection is 
made, for example by way of a random selection from the 
group of users that have pledged to pay for the group virtual 
item. For example, the first user may be selected to pay the 
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full price for the first group virtual item. Operation 208 may 
be performed by a selection and collection component that 
is the same as or similar to selection and collection compo 
nent 114. 
At an operation 210, payments are collected for the 

pledged group virtual items from the selected users and the 
pledged group virtual items are distributed to the group. In 
implementations, payment is collected from the first user for 
the first group virtual item and the first group virtual item is 
distributed to the group. Payment may be collected in the 
form of a virtual currency used only for this purpose. The 
item may be less expensive when paid for with the virtual 
currency than when purchased directly with any other cur 
rency. This operation may be performed by a selection and 
collection component that is the same as or similar to 
selection and collection component 114. 
At an operation 212, an award may be delivered to the 

selected users from whom payment was collected. The 
awards may include a virtual item usable by the user who 
obtains it in the online game. In implementations, awards 
may also be delivered to one or more pledged users who 
were not selected, and delivery of the award may be based 
on factors such as chance and user characteristics. This 
operation may be performed by an award component that is 
the same as or similar to award component 116. 

FIG. 3 illustrates a method 300 for determining if suffi 
cient users have pledged a payment for the price of a group 
virtual item that has been offered for sale. The operations of 
method 300 presented below are intended to be illustrative. 
In some embodiments, method 300 may be accomplished 
with one or more additional operations not described, and/or 
without one or more of the operations discussed. Addition 
ally, the order in which the operations of method 300 are 
illustrated in FIG. 3 and described below is not intended to 
be limiting. 

In some embodiments, method 300 may be implemented 
in one or more processing devices (e.g., a digital processor, 
an analog processor, a digital circuit designed to process 
information, an analog circuit designed to process informa 
tion, a state machine, and/or other mechanisms for electroni 
cally processing information). The one or more processing 
devices may include one or more devices executing some or 
all of the operations of method 300 in response to instruc 
tions stored electronically on an electronic storage medium. 
The one or more processing devices may include one or 
more devices configured through hardware, firmware, and/ 
or software to be specifically designed for execution of one 
or more of the operations of method 300. Operations 204 
and 206 are described above with reference to FIG. 2. 

At an operation 306, a determination is made as to 
whether Sufficient users have pledged to pay for a group 
virtual item. If a predetermined number of pledges has not 
been reached, the process continues to obtain payment 
pledges and determine whether enough users have pledged 
until the predetermined number is reached. Once the prede 
termined number of users has been reached method 300 
continues to operation 308. Operation 306 may be per 
formed by a payment pledge component that is the same as 
or similar to the payment pledge component 112 and/or by 
a selection and collection component that is the same as or 
similar to selection and collection component 114, in accor 
dance with one or more implementations. 

At an operation 308, a user is selected to make the pledged 
payment for the group virtual item offered for sale, payment 
is collected from the selected user and the group virtual item 
is distributed to the group. A first and second user may have 
pledged to pay for the group virtual item in question. A 
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10 
selection is made, for example by way of a random selection 
from the group of users that have pledged to pay for the 
group virtual item. For example the first user may be 
selected to pay the price for the group virtual item. At 
operation 308 payment may then be collected from the first 
user in exchange for distribution of the group virtual item to 
the group of users. The payment is collected from the first 
user and the group virtual item is distributed to all users in 
the group/affiliation. Payment may be collected in the form 
of a virtual currency used only for this purpose. The item 
may be less expensive when paid for with the virtual 
currency than when purchased directly with another cur 
rency. Operation 308 may be performed by a component that 
is the same as or similar to selection and collection compo 
nent 114. 

Although the present technology has been described in 
detail for the purpose of illustration based on what is 
currently considered to be the most practical and preferred 
implementations, it is to be understood that Such detail is 
solely for that purpose and that the technology is not limited 
to the disclosed implementations, but, on the contrary, is 
intended to cover modifications and equivalent arrange 
ments that are within the spirit and scope of the appended 
claims. For example, it is to be understood that the present 
technology contemplates that, to the extent possible, one or 
more features of any implementation can be combined with 
one or more features of any other implementation. 

What is claimed is: 
1. A system for facilitating chance-based payment for 

items in a game, the system comprising: 
one or more physical computer processors configured by 

machine-readable instructions to: 
execute an instance of an online game, and to use the 

instance to generate game state information that is 
transmitted to client computing platforms over a 
network, the game state information facilitating pre 
sentation of views of the online game to users via the 
client computing platforms wherein execution of the 
instance of the online game includes performing 
operations in the instance in response to commands 
received over the network from the client computing 
platforms to enable interaction by the user users with 
the online game and/or each other; 

effectuate presentation of offers to sell group virtual 
items to a group of users, wherein a group virtual 
item is a virtual item that provides a benefit to the 
users of the group in the online game, wherein the 
offers to sell group virtual items include prices of the 
group virtual items, the offers including a first offer 
to sell a first group virtual item to the group of users 
for a first price, the group of users including a first 
user, a second user, and a third user; 

obtain pledges from individual users in the group for 
payment of the prices for group virtual items offered 
for sale; and 

make chance-based selections of which users that have 
pledged payment of the prices for group virtual items 
will make the pledged payments, and to collect Such 
payments in exchange for distribution of the group 
virtual items to the group of users such that where the 
first user and the second user have pledged payment 
of the first price, and the selection and collection 
component has made a chance-based selection of the 
first user, payment of the first price is collected from 
the first user and the first group virtual item is 
distributed to the group of users such that the first 
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user, the second user, and the third user receive the 
benefit of the first group virtual item in the online 
game. 

2. The system of claim 1, wherein the first user, the second 
user, and the third user receive the benefits of the first group 
virtual item simultaneously. 

3. The system of claim 1, wherein the first user, the second 
user, and the third user receive the benefits of the first group 
virtual item in alternating fashion. 

4. The system of claim 1, wherein the group of users is an 
affiliation. 

5. The system of claim 4, wherein all members of the 
affiliation share group virtual items purchased by members 
of the affiliation. 

6. The system of claim 1, wherein the payment is col 
lected in the form of a virtual currency used only for this 
purpose. 

7. The system of claim 6, wherein the virtual currency 
may be obtained through participation in the online game. 

8. The system of claim 6, wherein the item is less 
expensive when paid for with the virtual currency than when 
purchased directly with another currency. 

9. The system of claim 1, wherein the one or more 
physical computer processors are configured to make the 
chance-based selections once a predetermined number of 
pledges have been obtained. 

10. The system of claim 1, wherein the one or more 
physical computer processors are further configured to 
deliver awards to the selected users. 

11. A computer-implemented method for facilitating 
chance-based payment for items in a game, the method 
being implemented in a computer system that includes one 
or more processors executing computer program compo 
nents, the method comprising: 

executing an instance of an online game and using the 
instance to generate game state information that is 
transmitted to client computing platforms over a net 
work, the game state information facilitating presenta 
tion of views of the online game to users via the client 
computing platforms wherein execution of the instance 
of the online game includes performing operations in 
the instance in response to commands received over the 
network from the client computing platforms to enable 
interaction by the user users with the online game 
and/or each other; 

effectuating presentation of offers to sell group virtual 
items to a group of users, wherein a group virtual item 
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is a virtual item that provides a benefit to the users of 
the group in the online game, wherein the offers to sell 
group virtual items include prices of the group virtual 
items, the offers including a first offer to sell a first 
group virtual item to the group of users for a first price, 
the group of users including a first user, a second user, 
and a third user; 

obtaining pledges from individual users in the group for 
payment of the prices for group virtual items offered for 
sale; and 

making chance-based selections of which users that have 
pledged payment of the prices for group virtual items 
will make the pledged payments, and collecting such 
payments in exchange for distribution of the group 
virtual items to the group of users such that where the 
first user and the second user have pledged payment of 
the first price, and a chance-based selection has been 
made of the first user, payment of the first price is 
collected from the first user and the first group virtual 
item is distributed to the group of users such that the 
first user, the second user, and the third user receive the 
benefit of the first group virtual item in the online game. 

12. The method of claim 11, wherein the first user, the 
second user, and the third user receive the benefits of the first 
group virtual item simultaneously. 

13. The method of claim 11, wherein the first user, the 
second user, and the third user receive the benefits of the first 
group virtual item in alternating fashion. 

14. The method of claim 11, wherein the group of users 
is an affiliation. 

15. The method of claim 14, wherein all members of the 
affiliation share group virtual items purchased by members 
of the affiliation. 

16. The method of claim 11, wherein the payment is 
collected in the form of a virtual currency used only for this 
purpose. 

17. The method of claim 16, wherein the currency may be 
obtained through participation in the online game. 

18. The method of claim 16, wherein the item is less 
expensive when paid for with the currency than when 
purchased directly with another currency. 

19. The method of claim 11, wherein the chance-based 
Selections are made once a predetermined number of pledges 
have been obtained. 

20. The method of claim 11, further comprising delivering 
awards to the selected users. 


